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This report focuses primarily on research and practice of a digital scholarly method combining 
computer-based gaming simulation and visualization techniques of dialogues on societal issues. 
Fist, we designed a gaming simulation based on actual societal changes and conflicts among 
stakeholders regarding a nuclear power plant in Japan. Then, we developed a net-based 
communication tool that supports players' dialogues and records the trajectories of players' 
utterances and attitudes. Seven participants joined the gaming simulation and took roles of stake 
holders. They were requested to report their attitude and opinion by using the tool we developed. 
































































では GS と KTH キューブを併用することで，よ
social events, dialogues, and attitude changes of players. With this system, the diversity and 
commonality across the players' transformations became easily analyzable on KTH CUBE system’s 
virtual 3D space.








































































システムであった（山田，2009）。KTH の K は




















































































































































































































































































































 図 3a　賛成住民１の発言の可視化 図 3b　賛成住民２の発言の可視化
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